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CATALOG NON MEMBER MEMBER 
NO, WOODEN GO BOARD PRICE PRICE 
GB 006 F 1.5em thick, Agathis folding board 20.00 14.00 
GB 101 T 2.5cm thick, Agathis table board 45.00 30.00 
GB 102 TP 5.5cem thick, Agathis table board 90.00 60.00 
GB 102 T 5.5cm thick, Masame Agathis table board “Supreme” 135.00 90.00 
GB 112 KI 5.5cm thick, Itame Kaya table board 260.00 180.00 
GB 112 KM —_5.5cm thick Masame Kaya table board. (2 pieces glued together) 340.00 210.00 
CATALOG NON MEMBER MEMBER 
NO. TRADITIONAL GO BOARD WITH CARVED LEGS PRICE PRICE 
GB 105 LX 14.5cm thick, Masame Agathis board 360.00 270.00 
GB 106 LX 17.5cm thick, Masame Agathis board 480.00 360.00 
GB 107 LX 20.5cm thick, Masame Agathis board 600.00 450.00 
GB 108 LX 23.5cm thick, Masame Agathis board 720.00 540.00 


If you are interested in a Shinkaya board (Spruce), simply mark “S” after the catalog number. 
Prices are same as Agathis board. Spruce has a nearly white color while Agathis has a light creamy brown 
color. (A cloth cover will be furnished without extra cost.) 


GB 115 KA 14.5cm thick, Itame Kaya board 1,200.00 900.00 
GB 116 KA 17.5cm thick, Itame Kaya board 1,800.00 1,200.00 
GB 117 KA 20.5cm thick, Itame Kaya board 2,400.00 1,600.00 


A custom wooden cover and a cloth cover will be furnished without extra cost for Kaya board. 


cara.oG SET OF STONES AND WOODEN BOWLS NOM RICE PRICE 
GS 223 GL 6.5mm thick, high quality glass stones (set) 25.00 17.00 
GS 228 GL 7.5mm thick, high quality glass stones (set) 30.00 20.00 
GS 234 GL = 9.5mm thick, high quality glass stones (set) “Phoenix” 40.00 30.00 
WB 301 L Two, Ash bowls, Large (Dark brown color) 35.00 20.00 
WB 302 LX Two, Zelkova (Keyaki) bowls, Large (Light brown color) 100.00 60.00 
WB 303 LX Two, Mulberry (Kuwa) bowls, Extra Large (Yellowish brown color) 150.00 90.00 
WB 304 LX Two, Chinese Quince (Karin} bowls, Extra Large (Reddish brown) 120.00 70.00 


Large bowls can accommodate up to 9.8mm thick stones & Extra Large bowls up to 12.1mm. 


CATALOG NON MEMBER MEMBER 
NO. ACCESSORIES PRICE PRICE 

WC 912 LX _— Paulownia (Kiri) wood cover for 5.5cm thick board. 50.00 30.00 

WC 915 LX Paulownia (Kiri) wood cover for 14.5cm thick board 100.00 70.00 

WC 916 LX Paulownia (Kiri) wood cover for 17.5cm thick board 110.00 80.00 

WC 917 LX Paulownia (Kiri) wood cover for 20.5cm thick board 120.00 90.00 

WC 918 LX Paulownia (Kiri) wood cover for 23.5cm thick board 130.00 100.00 

WC 930 LX _— Paulownia (Kiri) wood case for extra large bowls 70.00 45.00 

. 1. Member price is applied to the National Go Society, American Go Association 

Postage, Insurance & Handling and Canadian Go Association members. Go club members who send a 
1. U.S.A. included. member list are entitled too. At least 10 players should be on the list. 

2. Go clubs are entitled to get 10% discount on orders of 9 or more items (or 


2. Canada; : : 
¥ a 3 sets) of any items. 10 or more sets of order, please write for assistance. 
Up to U$ 200.00 order: Add 10% . In case you pt not fully satisfied, return equipment in the original packing 
U$ 500.00 order: Add 7% |. — within 5 days from arrival for your full refund. Please understand return 

U$ 900.00 order: Add 5% postage is the customers’ responsibility. 

. If there is any damage, report immediately to the delivery company or post 
office for insurance. 

. Any applicable taxes for foreign orders are the customers’ responsibility. 

: . Please make a remittance by check or money order payable to “National 
Write for free brochure. Go Society”. Foreign orders; Please make U.S. bank draft or international 
“ money order in U.S. funds. 

How to select and preserve the . Prices subject to change without notice. 
Go equipment. . Illinois residents, please add 6% sales tax. 
. Most items are readily available. If not, you will be advised. 
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Over U$ 900.01 order: Add 3% 
3. Other country; Write 
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CONTENTS 


(Keshi & Uchikomi will retum next issue) 


COVER COLLAGE (Clockwise from top left): Registration Table; Lin Hai Feng (Rin Kaiho, 
J-dan) meets Eastern Champ Ron Snyder; gen'l view of the kyu section; Nakayama 5-dan 
discusses teaching game between Ms. Shinkai (rt) and Congress Champion Thomas Hsiang; 
AGA Pres. Terry Benson and New England Coordinator Don Wiener sing go songs at the 
President's party; Korean pro Hong Jong-Hyun, 6-dan plays a simultaneous exhibition. 


AGJ Staff 

Executive Editor: Terry Benson Photos: Steve Liss Art Lewis 
Managing Editor: Roy Laird Marilyn Stern Mark Cerney 
Associate Editor: Peter Shotwell Barbara Calhoun Allan Abramson 

Don Wiener Art Director: Rita Muncie 
Assistant Editor: Bob High Distribution: Chen-dao Lin 
Business Manager: Terry Assael Diagrams: White Knight Software 
Word Processing: Ibex Actuaries Production: Richard Simon 
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American GO Association 


P.O. Box 397 Old Chelsea Station New York, N.Y. 10113 


The AGA is the national organization of US go players, cooperating 
with similar national organizations around the world. The AGA: 

- Publishes the American Go Journal and Newsletter 

- Sanctions and promotes AGA-rated tournaments 

~ Organizes the US Championships 

- Distributes an annual club list and membership list 

~ Maintains a computerized numerical rating system } 

~ Schedules and organizes tours of professional players 

~ Works to develop a strong national network of clubs 

~ Promotes go and develops project to strengthen the US go-playing 
. community. 
| The AGA is working to let more people know about your favorite game, 
_and to develop your strength and that of your opponents. Join today! 


AGA Officers 


President: Terry Benson Membership Services: Chen Dao Lin 
Western V.P.: Les Lanphear Bob High 
Vice President: Masao Takabe Information Officer: Peter Shotwell 
AGJ Editor: Roy Laird Regional Coordinators 
Club Coordinator: Roger White New England: Don Wiener 
Treasurer: Barbara Calhoun Southern California: Joe Walters 
Ratings Coord.: Dave Relson Northern California: Jeff Knox 
Date New Membership Renewal ___— Address/Name Change ___ 
Name ** FOR AGA USE ** 


' Amt Check/Cash Rec'd / / 
'CDL BC RL DW LL JW TB 

' Response sent: CDL BC RL TB CL 
' Card, List, AGJ's/GR's, Other 


ZIP Telephone # 


Regular Membership (includes a subscription to the American Go Journal 
for 1985 - $15/yr. * and Ameri¢an Go Newsletter) *** overseas add $5 *** 


Chapter Membership (includes an AGJ subscription). Chapter Membership 

for 1985 - $20/yr. * authorizes a club to sponsor AGA rated tournaments, 
make use of the AGA label service, receive AGA 
organizational materials, and offer to club members 
a $5 "Limited" AGA membership (no AGJ subscription). 
Limited Memberships must be sent by the AGA Chapter 


Contribution to the work of the AGA in promoting GO on a national level 


(those who wish to make a tax-deductible donation toward Go education 
may do so by sending a separate check payable to the American Go 
Foundation. An acknowledgement will be sent by the Foundation.) 


‘ 
Total Enclosed payable to the American Go Association 
Your support and that of every player who loves the game of go is crucial to its 
coatinued growth. Thank you for your help! 
THE AMERICAN GO ASSOCIATION 


*Note: AGA membership and Chapter membership will increase to $20 and $30 
respectively on January Ist, 1986 


== GO NEWS 


November Contest in San Francisco 


The San Francisco Go Club was the scene of a battle between two 
native-born U.S. players for the chance to play in the 8th World Amateur 
Championship next May in Tokyo. The Eastern Contender was Ron Snyder of 
New York who has long been near the top of the U.S. go scene. Ron was 
the 1981, 1982 and now the 1985 Eastern U.S. Champion and finished 7th 
in the 3rd WAC. Ned Phipps is a perennial Western contender who also 
played in the WAC (in 1980). 


At the Western Contender Tournament on Labor Day, Ned was the victor 
with a third round win over Ron (who decided to play in both Contender 
tournaments). But Ned couldn't repeat his performance this day at the 
San Francisco Go Club. Ron took the best-of-three match with two 
straight victories. Ned had winning chances although Ron took an early 
lead in each game. 


Yes, Virginia, there will be another Go Congress! 


US. Go Congress 86 


Seattle, Washington 


Did you miss the 1985 Congress and wish you hadn't? Did you come to the 
Congress and love it? Plan now to attend the 2nd U.S. Go Congress, 
August 16 to 24, 1986. 


There will be a main Congress Tournament, the 1986 Western U.S. 
Championship (August 23/24) and many special go events. There will be 
professional players attending to give lectures, teaching games and 
simultaneous demonstrations. The event schedule will be designed to 
permit play in the Canadian National Championship as well. There will be 
sports, trips, and other non-go activities; families are encouraged to 
attend. Modest room and board cost for all. (Full fee schedule will be 
announced soon.) Come for a week of go! 


For further information write: U.S. Go Congress '86, 4710 University Way 
NE, Suite 1448, Seattle, WA 98105 Attn: Jon Boley (accomodations) Chris 
Kirschner (info) 


——Tournaments & Events—— 


DATE EVENT & SITE CONTACT 


January Ann Arbor Winter Tournament Dave Relson 
(313) 995-3636 


February 1/2 27th New Jersey Open Harry Gonshor 
Rutgers U., New Brunswick (201) 249-3317 
Monthly San Francisco Go Club SFGC 
SFGC Clubhouse (415) 563-9737 
February New York Wei-Ch'i Society Chen-dao Lin 


New Year Tournament (212) 683-5010 


YOUNG 


MICHAEL REDMOND MAKES PROFESSIONAL 5-DAN 


Michael Redmond of California is 
the strongest Westerner who has 
even played go. Last year he won 
promotion to 4 dan in the Nihon 
Ki-in professional ranks; and, in 
doing so, scored the highest win- 
ning percentage of any Nihon Ki- 
in pro. He won all 12 of his 
oteai (rating tournament) games, 
and went 23-5 for the year (82.1%) 
He came in second in the "New 
Face" prize competition. 


The coming of the new year in no 
way impeded Michael's steady pro- 
gress. In this year's oteai, he 
scored 11 wins, 1 loss and 1 jigo, 
and won promotion to 5-dan on Oct. 
2nd with a 4 point win taking 
black over Kaku Kyushin, 5 dan. 
Richard Dolen, Michael's mentor 
when he learned go as a youngster 
in Santa Barbara, happened to be 
in Tokyo and was able 
to watch his favorite 
pro and to report that: 
"Tt was an impossible 
situation, Michael was 
in big trouble when I 
saw his board in the 
afternoon. I went out 
for a bite to eat, and 
when I came back I saw 
that he had won! He had 
made an invasion and by 
skillfully using aji, 
captured the lead and 
won by four points." 


Richard reports that 
Michael also won the 
Ryeun Tournament, an 
invitational bout for 
strong young pros. 


This is a crucial breakthrough for 
Michael, though at 4-dan he was al- 
ready rated among the top half of 
pros (as #187). His place now moves 
to somewhere around #150, and his 
teaching and tournament fees will 
nearly double. More importantly 

for his development, he will now 


Mighael Redmond, 


draw matches in tournaments with 
players as strong as 7-dan, whereas 
before he could meet only 5-dans. 
Facing even stronger opposition, 
Michael can really toughen up and 
start thinking in earnest about a 
major title. 


However, this is Michael's last 
promotion for at least two years. 
He will need 16 wins in the oteai, 
and at this level rating games are 
scheduled less frequently (8 per 
year). 


During the last World Amateur 
Chamionship last April, Michael 
expressed interest in providing 
the AGTournal with exclusive 
commentary on some of his games; 
but necessarily his most 
"important" tournament games. 
Michael has selected contests 


( 
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5-dan, and Barbara Calhoun, IGF Director 


in which he grasped certain 
essential strategic elements 
which form the basis of his 
comments. The first of these 

will appear in the next issue 

of the AGJ along with an interview 
of Michael by Les Lanphear, AGA 
Western VP. 


Les Lanphear 


Ing Foundation 


YANKS 


JANICE KIM TAKES 2nd IN YOUTH TOURNAMENT 


Janice Kim, 16, of New Mexico, 
placed second at the 2nd 
World Youth Wei-Ch'i Champ- 

© pionship in Taipei, Taiwan 
ROC in August. In 1984, Ms. 
Kim finished ninth, but she 
= had spent much of the year 
studying ing badook (go) in 
Korea with Mr. Jeong Soo—Hyun 
pro 4-dan. She and her team- 
mate, 16-year-old Tony Pa (3k 
from Los Angeles), comprised 
the Americas team this year. 
Jorge Sasaki, 15, of Brazil 
was scheduled to represent 

So. America but did not attend. 


The Youth Champion was Kong 
Byung-Ju, 5-dan of Korea. Tony 
Pa finished a respectable 

Janice Kim in Taipei last year thirteenth, just behind the 

Europeans. A friendship 

tournament was held among the team captains at the same time. Dr. C.S. 
Shen, the Foundation's Director and a strong 6-dan (in 1960 he was US 
Champion), played to make an even number. John Givens, the North 
American captain, was knocked out in the first round. In the final, 
Matthew McFayden of Great Britain won over Dr. Shen. 


The AGA is already preparing to select next year's player (or players) 
in a computerized national tournament. Write YOUTH, c/o AGA, Box 397, 
Old Chelsea Station, NY NY 10113 if you know of a possible entrant. 
Anyone who will be 18 or under as of August 1, 1986 is eligible. You 
say you don't know of anybody? Teach somebody! 


GO World 


A quarterly magazine which 
covers the Japanese Go scene 
with games from the top tour- 
naments, reports major Go 
events throughout the world, 
and offers comprehensive in- 
structional articles for both 
weaker and advanced players 
on new joseki, handicap tac- 
tics, opening theory, etc. 
Subscribe to The Ishi Press/ 

CPO Box 2126/ Tokyo, Japan. 
Annual (4 issues) seamail: 
4000 Y. Each issue: 1000 Y. 
Airmail postage additional. 
Back issues available. 
Inquire about bulk rates. 


All A-Board! — 


Roger White 


Hello again. Mtssed you last tssue. This installment features 
another guest columnist, a fellow Midwesterner who wants to tell 
you about a tournament system that cuts down on watting ttme and 
enables more rounds to be played per day. JI have seen a simtlar 
system in San Franetsco, where Dave Relson got the ideas that 
evolved tnto the Ann Arbor system. But I'll let Dewey take over: 


The Ann Arbor One-Day, Six-Round Tournament: An Instant Pairing System 


by Dewey G. Cornell 


For over five years the Ann Arbor Go Club has been experimenting with 
various forms of one-day tournaments, which we hold three times per 
year. A one-day tournament has obvious advantages for players with busy 
schedules, but it might seem that one could not play enough games for 
adequate competition. This is so with typical pairing systems, but 
under the long-time tournament directorship of Dave Relson we have 
settled on a system which permits as many as six games to be played ina 
single day. 


The origin of the system we use is not clear, although Dave recalls 
getting some of the ideas from friends in California. We would like to 
share it with others who might like to try it out. 


Most tournament schedules cannot accommodate a six-game, one-day event 
because games in each round all start at the same time. In essence, 
rounds are scheduled according to the pace of the slowest players, and 
most players waste time waiting between rounds. We have found it more 
practical to pair players immediately after they finish their games. 


Here is how the system works for us: first-round pairings match 
consecutively ranked players, starting with the strongest and moving 
down to the weakest. Our games are handicapped according to AGA 
ratings, with five and one-half points komi for even games. Subsequent 
pairings are based on player availability, according to the following 
criteria, in order of importance: 

1) No rematches 

2) Pair players with comparable records 

3) Minimize handicaps 

4) When possible, pair players from different clubs 

The wait for suitable pairings is usually brief. 


We use chess clocks, with each player receiving an initial allotment of 


eont'd on p. 30... 


Talking Stones 


Peter Shotwell 


Dr. Drange's Go Theorems 


Dr. Theodore Drange of the University of West Virginia is one of the few 
academicians who is using go as more than just a game. Himself a 
shodan, he learned the game as a student, and in the 1970's he began 
using paid assistants to help him teach it to as many as 150 students a 
year as a proving ground for logic theory. Now he uses go in his course 
"The Philosophy of Games", as an example of how playing games makes for 
a well-rounded individual. 


In Go Review for Autumn 1975, Dr. Drange said that go is largely a 
logical game made up of hypothetical propositions. Because 
propositional logic is a system of rules governing these propositions, 
he is able to apply the learning and solving of go problems and 
small-board theorems to such topics as deduction vs. induction, the 
validity of arguments, definitions, probabilistic reasoning, and formal 
and informal facilities of reasoning. Consider the go player who says: 
"I£ my group is safe my opponent will tenuki (play elsewhere); and see, 
he did play elsewhere; therefore my group is safe." This commits the 
so-called "Fallacy of Affirming the Causality of the Consequent". 


In this logic course, students were offered go as one of several entites 
through which to study logical propositions. Those who elected to study 
go could usually progress up to about 10-kyu by the end of the semester. 
For the final exam, they would develop valid scientific proofs of some 
of the following types. These theorems are from a set of mimeographed 
work sheets which Dr. Drange will send to interested teachers upon 
request. (Dr. Ted Drange, Philosophy Dept., West Virginia University, 
Morgantown, WV 26505.) 


SMALL-BOARD IDEAL PLAY THEOREMS (using Chinese-style rules and counting) 


1x2 go is a draw - the ideal moves are B-pass, W-pass. 

1x3 go - B wins by 3 points. 

1x4 go - B wins by 4 points. 

1x5 and longer 1-line go - seki. (Except B wins 1x6 by 1 point) 

2x2 go —- B wins by 1 point. 

2x3 go - draw. 

2x4 thru 2x9, 3x3, 3x5, 3x6, 4x5, 5x5 — B wins the entire board. 

3x4 go - B wins by 4 poirts. 

4x4 go - B wins by 2 points. 

On each of the following boards, W can always make an unconditionally 
alive group: 2x10 and larger 2-line forms; 4x7 and all larger 4-line 
forms; 5x6 and all larger 5-line forms; all M and N forms where M and N 
are both at least 6... 


cont'd on p. 31... , 
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Steve Liss 


(ir. fng's Gomputer Gompeatition 


Ing Chang-Ki, the philanthropist whose Wei-Ch'i Educational Foundation 
underwrites the World Youth Wei-Ch'i Championship, is finding more and 
more ways to support go. His contribution to the First U.S. Go Congress 
was staggering - 100 complete playing sets, 100 special clocks newly 
invented by him, and four deluxe playing tables that must be seen to be 
believed. In addition the Foundation, in cooperation with the Ministry 
of Education, Taiwan R.O.C., sponsored the visit to the U.S. by Lin Hai 
Feng. (Doesn't sound familiar? See Congress story page 9.) 


Now Mr. Ing has decided to promulgate yet another type of tournament - 
for computers! The first event will take place between Dec. 29th, 1985 
and Jan. lst, 1986 in Taipei. Computer vs. computer competition will be 
on a 9 line board. 5 western programs are entered (as of mid-November) 
and several Chinese programs are expected to as well. First prize is 
$2500. Besides playing each other, the computers will also play Mr. Ing 
on the 9 line board. An additional $2500 will be won by any program that 
can defeat him. If any program should happen to beat Mr. Ing on a 19x19 
board, the designer will win $500,000! (There is little chance of this - 
Mr. Ing is reputedly a strong player, corresponding to American 6 dan.) 


NEMISIS, the only computer program ever to have beaten rated human op- 
ponents, will be entered. NEMESIS' creator Bruce Wilcox says he will be 
doing some fine-tuning to prepare his protege for 9 line play - NEMESIS 
usually distains small boards. Bruce is also hard at work on an article 
which will appear in SIGART (Special Interest Group on Artificial 
Intelligence), a publication of the Association for Computing Machinery 
and he is also negotiating on another article for a major magazine. 


NEMESIS has an AGA rating of -1873 (18 kyu) but Bruce modestly claims 
only 20 kyu for his program. NEMESIS runs on IBM-PC compatible machines, 
Sun Microsystems, Vax Unix, and (soon) the NEC 9801 and may be purchased 
through the AGA. Price: $75. Make your check payable to the American Go 
Association and send it to the AGA at P.O. Box 397, Old Chelsea Station, 
New York, N.Y. 10113. Attn: NEMESIS. Please allow 6 weeks for delivery. 


Bruce Wilcox readies NEMESIS for Mr. Ing's Computer Competition in December. 


Marilyn Stern ©1985 


Barbara Calhoun 


Playing on a Large Scale 
The First U.S. Go Congress 


by Roy Laird 


~ ee 


Top: Marilyn Stern, Richard Simon & Bob High 
take advantage of the idyllic playing condi- 
tions; left: Congress Director Hal Small (c) 
with his daughter and organizers Larry Kaufman 
and Ken Koester. Above: Phil Straus and an 

+= apt sweatshirt from the college bookstore. 


A new era of go playing. in America arrived last August, on the campus of 
Western Maryland College in Westminster, MD. Ask anyone who was there. 
The First U.S. Go Congress drew 136 players (64 for the full week) from 
around the country (as well as Canada and Europe), a group probably more 
widely representative of the American go community than any assemblage 
in history. And while this was not exactly go's Continental Congress - 
we were there to play and have fun - perhaps the most impressive thing 
about this gathering was the intense feeling of community, of family, 
that existed amoung the participants. 


Barbara Calhoun 


© 


Yonny Cho 


Western Maryland College has been the springboard for other new eras and 
so was an ideal setting. The first forward pass in the history of 
football was thrown there. WMC is known today as the finest training 
ground of hearing educators of the deaf. Congress participants resided 
in comfortably appointed apartments or in colonial-style dormitories, 
and enjoyed above average cafeteria-type dining. 


The proceedings got under way on Saturday night with a lightning go 
tournament, efficiently run by Ken Koester, one of the main organizers 
of the Congress. Ken used an interesting round-robin system, seating 
the players at large tables in sections of six and eight. After each 
round, the players rotated around the table while one player remained 
stationary. In this way each player met every other player in the 
section, for a total of either five or seven games. Each game was 
played with an automatic forfeit at the end of a twelve-minute time 
limit. This tournament was won by Thomas Hsiang or Rochester, NY, who 
soon emerged as unquestionably the strongest player attending the full 
Congress. Later in the week he won a one-on-one game against a 
professional, only taking black. 


Barbara Calhoun 


Top: Rin Kaiho and 0 Rissei show their wives 
the katest AGJ. Left: Chun Sam Jho and Hong 
Jong-Hyun from Korea. Above: Miss Shinkai 
and Mr. Nakayama from Japan. 


wW 


This was our first exposure to the 
clocks that were used through-out 
the congress tournaments, go clocks 
donated to the Congress by Mr. Ing 
of the Ing Chang-Ki Wei-Ch'i Educa- 
tional Foundation in Taipei, Taiwan 
R.O.C. and designed by Mr. Ing him- 
self. This was the first extensive 
field test of the clocks in interna- 
tional competition. Initially their 
workings seemed a little strange, 
but once we got the hang of them, 
they came in very handy. They are 
electronic and have a feature that 
permits atomatic administration of 


Mastering the Ing clocks. (1 to r) Bill : . : 
Buckley, Richard’ simon, AGA Club’ Coord?- Overtime (byo-yomi). Several clocks 


nator Roger White, and Bill Skees. failed during the Congress, but in 
most cases the problem was user error or dying batteries. By the end of 
the Congress several participants expressed interest in purchasing one 
of the clocks. (Dr. Shen indicated that they are available throught the 
foundation at a special discount to AGA members. ) 


At Sunday lunch we were officially welcomed by Haskell Small, the Direc- 
tor of the Congress, and AGA President Terry Benson. Dr. Bob Chambers, 
the college President, greeted us with unusual warmth. Having recently 
lived in Japan for six months, he had fallen in love with it. What a 
stroke of luck! We had chosen one of the few colleges in the country 
where the President understood what we were up to. Dr. Chambers arranged 
for a reception at the President's mansion for the last Saturday evening 
and made the well appointed President's dining room available for the 
dan section of the Eastern U.S. Championship as well. 


This was also when we were introduced to the four professional players 
who would be present for the entire Congress. Mr. Hong Jong-Hyun's was 

a welcome and familiar face. This is his second trip to the U.S., having 
attended the 1982 Eastern and Western Championships. He also acted as 
team captain for the HanKuk Kiwon at the First World Youth Wei-ch'i 
Championship in Taipei last year, and was a natural selection for this 
post, as he is in charge of the Kiwon's insei training program. 
Attending with him to observe the state of American go was Chun Sam Jho, 
like Mr. Hong a 6-dan professional. Both men played several simultaneous 
exhibitions, with devastating results. Mr. Hong in particular made a 
disturbing habit of winning all his games. The AGA is extremely grateful 
to the HanKuk Kiwon for making it possible for these two fine players 
and teachers to attend the Congress. 


As if this was not enough, two Japanese professionals also attended the 
Congress through the generous sponsorship of the Japan Foundation, the 
Nihon Ki-in and a long time supporter of U.S. go, paten iii 
Japan Air Lines. Mr. Noriyuki Nakayama, 5 dan, is 
well- known in the U.S. for his unique and absorb- 
ing book, The Treasure Chest Enigma, and from a 
previous visit. A "clown prince" amoung go 
teachers, he cavorts and grimaces like a wise elf, 
the more clearly to open go's mysteries. Ms. 
Shinkai, Hiroko, 3 dan a young woman in her early 
20's, was on her first visit to the U.S. A rumor 
circulated during the first day that she was Mr. 
Nakayama's daughter. She promptly dispelled any 
doubts about her maturity by dispatching 10 of Mr. Nakayama "ambushes" a 
group during a lecture. 


Marilyn Stern ©1985 


11 opponents in a simultaneous exhibition on Monday night. As the 
Congress went on we learned more about Miss Shinkai - for example, that 
she is capable of maintaining utter delicacy and poise while wielding a 
formidable ping-pong racket. 


After Sunday lunch came the first round of the week-long main tournament 
At two hours per player, this was where one hoped to play one's best, 
ideally getting a game record suitable for analysis by higher-level 
players or perhaps even one of the visiting professionals. Overtime was 
conducted in the manner for which the clocks were designed. Amidst the 
sharp clicks of stone striking board, the bleeps of the electronic 
clocks, and the furious scribbling of pen on paper as players recorded 
their games, the silence was deafening. 


Each evening there was a choice between a large simultaneous exhibition, 
small group instruction for dan-level players, and a special event. 
While Miss Shinkai was playing on Monday, there was a 13x13 

tournament going on in another room. The winner, Phil Straus of 
Philadelphia, coined what may be the 13-line go proverb: "Don't go for 
the center!" On Tuesday, while Mr. Hong was winning ten games in ane 
room, AGA President Terry Benson was in another organizing a team go 
tournament. He started off with a roster of only five interested 
players, not even enough for a game, let alone a match. (Teams of three 
are best - otherwise one player ends up having to find all the ko 
threats.) Those who knew Terry's gifts as an organizer were not 
surprized when, a few minutes later, he started the first of three 
rounds with a total of seventeen players. Players took turns placing one 
stone each, of course with no consultation - though extensive use 

was made of the grunt and grimace. The "Fearsome Foursome": Lanphear (2d 
& West V.P.), Schnall (5k), Shermer (2k), & Gordy (16k) won in a laugh. 


By Wednesday, most players were ready for a break. The organizers had 
anticated this, and no formal activities were planned for that day. 


Groups of players took the professionals to dinner in Baltimore and a 
group went to tour Gettysburg, while others remained behind, getting in 
games in the handicap tournament. This tournament had been in progress 
since Saturday and continued until the very end of the Congress. In fact 
the winner, Micah Feldman (2 dan), was announced very late in the awards 
ceremony because the deciding game was still in progress. Any two 
players within nine ranks of one another could play a game and simply 
drop the results in a designated box. 


On Friday, Mr. Juno Park gave a remarkable lecture on the making and 
preservation of go equipment. His obvious enthusiasm for the subject 

was impressive. A pamphlet on this subject is available through his 
company, The National Go Society, which also sells go equipment to AGA 
members at a discount (see ad inside front cover). He also announced the 
donation of a beautiful katsura goban, valued at $300, to the Congress 
on condition that it be raffled off amoung those who had attended the 
entire event. Not to be outdone, Quentin Dombro of Sabaki Go Company 
(see ad p. 15) donated a similar board under the same conditions. 


That evening, the Congress Tournament ended with an awards ceremony, but 
almost all the attendees stayed on for the Eastern U.S. Championship. 
Dozens of players poured only the campus throughout Friday night and 
again Saturday morning. At the same time several apartments had to be 
vacated. It was an organizer's nightmare, smoothly handled throughout 
(as were all matters at the Congress) by some of the Congress organizers 
(Haskell Small, Ray Kukol, and Ben Bernstein). 


Barbara Calhoun 


By Saturday morning the quiet intimacy of the Congress was gone. Well 
over 100 players were bustling about until the first round pairings came 
out. As the players seated themselves, a rented car pulled up outside 
driven by Barbara Calhoun, AGA Treasurer and Director on the 
International Go Federation. The passenger door opened and out stepped 
Rin Kaiho, one of the legends of modern go. Born in Taiwan in 1942, Lin 
Hai-Feng was discovered by another well-known Chinese born player, Wu 
Ching-yuan, known in Japan and the west as Go Seigen, arguably the 
greatest player of this century. After Go Seigen arranged for him to 
study in Japan, Rin became the first of a number of "young lions" (along 
with Ishida, Otake, Kato, Takemiya and now Cho) to dominate go at an 
early age. Before him it was believed that one's play did not mature 
until middle age. Rin first won the Meijin at 23 and since then his 
victories are too numerous to mention. He is the only player aside from 
Cho Chikun to win the Outstanding Player of the Year Award in this 
decade (in 1983). - 


Riding with Rin was Dr. C.S. Shen, 
the Director of the Ing Chang-Ki 
Wei-Ch'i Educational Foundation, 
an old friend of American go, and 
a former U.S. resident who won the 
U.S. Championship exactly 25 years 
ago. The Ing Chang-Ki Foundation 
made a generous donation to the 
Congress of 100 special, complete 
go sets. This gift enabled the AGA 
to give a set to each personwho at- ° 
tended the full Congress (although 
some people preferred totakea tax 
deduction and donate their set to 
the American Go Foundation or to 
the college). The Foundation also ; 

contributed four of Mr. Ing's ex- Dr. Shen plays Ron Snyder as ne AGA Member- 
guisite "Tea-GoTables" (with hidden ship Sec. Chen-dao Lin (far rt) & others watch. 
compartments for stones, bowls, and board) worth several hundred dollars 
each. But still wanting to do more, the Foundation arranged, with The 
Ministry of Culture, Taiwan R.O.C. to sponsor Rin's visit. 


Barbara Calhoun 


After Rin and Shen, a quiet young fellow stepped out of the car, smiling 
at everyone, seeming very pleased and a little bewildered. He had come 
with Rin, but no one was quite sure 
who he was. After freshening up, the 
young lad played a lightning 
exhibition game with Mr. Chun, and 
then it bacame clear who this was. Mr. 
Chun was facing O Rissei, 7-dan, (born 
Wong Li Chun in Taiwan), Rin's chief 
protege. At that moment O Rissei was 
one game away from challenging Kato 

% for the Oza crown. Tough guy. Mr. Chun 
Chun vs. 0. (L to r) ain Takabe, Brei- resigned in the middle game. 
tenbach, Lanphear (recorder), Rin, Shen 
Later, Rin offered an analysis of a game he had lost the previous day 
against Kato, which he said had made it possible for him to attend since 
he was now out of the tournament. His analysis was astounding in its 
complexity. Thank goodness Dr. Shen was there to function as translator, 
as he did throughout Rin's U.S. visit. By this time the day's champion- 
ship rounds were finished; and, after dinner, we all headed over to the 
President's mansion for a memorable evening Of talk, drink, silly go 
songs, and one another's company. Dr. Chambers had a beautiful shogi 


board, one of many objects attesting 
to his love of Japan and Rin played 
a game against Larry Kaufman - in go 
a 2-dan but at 5-dan probably the 
strongest shogi player in America. 
Larry won, in a walk.) Many stayed 
late, but not too late. After all, 
some of us faced a championship 
battle in the morning! 


The final round on Sunday pitted 
Thomas Hsiang, the Congress Cham- 
pion, against Ron Snyder, a former 
Eastern Champion who finished 7th in 
the 3rd World Amateur Championship. 


ie. 


Tt was hard to say which was the Rin faces America's toughest shogi player, 
more interesting contest, on the Larry Kaufman, at the President's reception. 


Barbara Calhoun 


te 


Eastern Champs final. Ron Snyder 
(1) vs Thomas Ratan 

Kim, Peter Yam, Nea : 
Cha, Tako Onishi, Dave Weimer, 


Gafter, Moon 


board or between the players. When the smoke 
cleared, Ron was the Eastern Champion and 
the Eastern Contender to represent the U.S. 
again next year in Tokyo. 


Several organizers got a chance to play in 
the Congress tournaments. Terry Benson 
hadn't played a tournament game in years 
while organizing and running all the Eastern 
Championships from 1977 to 1984 (and the Ist 
Western Championship in 1977 as well). His 
rating had slipped to 1 kyu but this year he 
made up for lost time by winning the 1 kyu 
section. Haskell Small didn't expect to play 


Masao Takabe, & James Wong watch. during the Congress; but he'd set things up 
so well he jumped into the weekend fray like a regular player. Various 
organizers played in other events. The unflappable Sam Zimmerman (TD for 
the Easterns and the author of the AGA's Tele-Tsuke program) was 
second in the 13x13 tournament. (Complete grids and results of the U.S. 
Championships were reported in the November issue of the American Go 
Newsletter.) 


By Sunday evening, the winners had been crowned, goodbyes (or "see you 
next year") had been said, and many players had departed. The 30 or so 


RON VS. RIN 


iagram 1 


Game Diagram 2 - 101 - 12 


Barbara Caihoun 


(5) 


that remained gathered in the main playing room, where a goban, a 
demonstration board and a video camera were being set up. By taking the 
Eastern Championship, Ron Snyder had won the right to play a casual 
lightning game with the current Haya-go (Lightning) Champion in Japan - 
Rin Kaiho, 9 dan. The game was analyzed by Mr. Nakayama, O Rissei, and 
Dr. Shen. The record appears below left and will reappear, with trans- 
cribed commentary, other games, pictures, and much more, in a proceed— 
ings booklet that will be available soon. Mr. Nakayama fondly Ron "Mr. 
Danger" but the danger, it turned out, was all his; and he was finally 
overwhelmed by one of the top players in the world. 


It was time to clear out, but we had left an impression. Several 
faculty and students, and even one security guard had begun hanging 
around, and a go club was forming. But this one-of-a-kind, 
trailbreaking event was finally history. For the first time in over a 
year the crack organizing team of Haskell Small, Ray Kukol, Ken Keoster, 
Larry Kaufman and Ben Bernstein could relax. Duane Burns and Harold 
Lloyd of Cleveland had worked together throughout the Congress. One 
would play a pro, the other would record the game. Now they were 
walking up and down the hall, back and forth, accumulating all the 
equipment into a central location. Others pulled down signs and glumly 
contemplated the question - is there life after this Go Congress? 


No one knew for sure at the time, but we are pleased to report that 
there is. The Second US Go Congress will take place in August 1986 in 
Seattle, Washington, under the direction of Chris Kirchner. Be therel! 
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sabali Gocompany | A Christmas Tesuyi! 
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1985 WESTERNS . + ee 


This year, for 
the first time, 
the Eastern and 
Western U.S. 
Championships 
were not held 
simultaneously. 
The Easterns 5 
took place dur- 
ing the Go 
Congress while 
the Westerns 
stayed on the 
customary Labor 
Day Weekend in 
San Francisco. 
And what a week- oa 2 ; 
end! 91 players - the largest. ever. Two pros: Jimmy Cha flew up from hos 
Angeles and Chun Sam Jho, 6-dan, came from the Go Congress. They played 
9 simultaneous games each and, to the delight and amazement of the play- 
ers, they switched boards in mid-game and finished each other's games! 


Mark Cerney 


, 


This year's Westerns had a joker in the deck, Ron Snyder, the Eastern 
Champion and Contender. Ron did well, but couldn't wrap up either the 
U.S. Championship or the World Amateur Team berth. He finished 4th over- 
all and Ned Phipps beat him in the last round of the 8 player contender 
final on Monday to be the Western contender. (See "Go News" page 3.) 


The Westerns were well run by veteran TD Jeff Knox. A snazzy "T" shirt 
was produced by St. Clair and the tournament again had the benefit of 
the fine prize collecting services of Shinji Dote of the San Francisco 
Go Club. 16 companies were sponsors of the event! (See AGNewsletter for 
list of sponsors and cross grid.) 


COOOCOO 


RIN AND O TOUR 


Rin Kaiho and O Rissei did not 
come to the U.S. alone; both 
brought their wives. In 0 
Rissei's case it was his wife 
of a few days and they were on 
their honeymoon! After 
visiting the U.S. Go Congress 
(see previous story), the two 
couples and Dr. Shen went to 
New York where Rin and O 
played some simultaneous games 
(see picture) at the N.Y. Wei- 
Ch'i Society (211 Canal St.) 
and dropped by the Manhattan Go 
Club (32 West 32nd St.) the 
next evening. Dr. Shen showed o 
Rin the sights as well as translating and making arrangements for him. 
(The party's transportation accomodations in the East were paid for by 
the AGA and the N.Y. Wei-Ch'i Society.) 


Bob High 


After New York, Rin spent most of a week touring the U.S. with Dr. Shen, 
then concluded his visit by attending a youth event in Los Angeles. 


The American Go Association is deeply grateful to the Ing Chang-Ki 
Wei-Ch'i Education Foundation in cooperation with the Ministry of 
Education, Taiwan R.O.C. for making this very special visit possible. 


a 
THE HIROSHIMA GAME 


Every so often one is reminded of the connections between datly 
expertence and the great forces and events that shape the world. 
With this in mind, we present the second game of the Third Honinbo 
Match, unremarkable except that it was played on August 6, 1945, 
on the outskirts of Hiroshima. It is now forty years later. and 
we are still discovering the implications of that day 


from Famous Games of Modern Times vol. 1 


translated by Yonny Cho 
edited by Peter Shotwell 


This particular game was being played when the Atomic Bomb was dropped 
on Hiroshima. Iwamoto Kaoru, the author of Go For Beginners and other 
books, played black; Hashimoto Utaro played white. It was coordinated 
by Segoe Kensaku, author of Keshi_ and Uchikomi, which has been appearing 
in the AGJ in serial form. The game itself illustrates neither unusual 
aspects nor crucial strategic concepts. It would be more appropriate to 
simply say, "Bravo, it was played." 


Mr. Hashimoto reminisces: 


"Whenever the War is mentioned, I think of this game which took place on 
the day the Atomic Bomb was dropped. Go did nothing for the War, but I 
have often felt an urge to shout to the world that a few of us risked 
our lives for the sake of Japanese cultural tradition. In those days 
cities throughout Japan were exposed to constant air raids. The 
government had adopted a policy of dispersion, which had forced Mr. 
Segoe to return to his home town of Itsuhishi, a suburb several miles 
west of Hiroshima. I went to my home town of Takarazuka. 


"On May 25, 1945, the Nihon Ki-in building burned down from the air 
raids. By this time air raids were everywhere, and many railroads were 
cut off. I made two painstaking journeys to Hiroshima, where the match 
had been arranged, only to find that Mr. Iwamoto was unable to get 
through. 


"On the 19th or 20th of July the message arrived - 'Mr. Iwamoto is here. 
Hurry.' By noon I was on my way. The rail connections were not too 
smooth, and the trip took exactly 24 hours. When I arrived, Mr. Segoe 
told me that Mr. Iwamoto was upstairs going over the Recorded Games. 
Hearing this, I felt a premonition that I would lose the match. How 
could anyone be in a frame of mind to study go at such a time? Mr. 
Iwamoto was doing just that. How incredible, I thought. 


"The match was to be held at the Fujii residence in Hiroshima. Mr. 
Fujii was the head of the Nihon Kiin branch there. On the eve of the 
match a problem arose. Hiroshima's police chief, Mr. Aoki, summoned Mr. 
Miwa, who had come as game recorder and Mr. Iwamoto's escort. Now Mr. 
Aoki instructed him to stop the match because of the danger involved. 

'I know you cannot stop the game - even if you try, they will keep 
playing,' he said. ‘Therefore, I want you to call me as soon as the 
first move is played. I will stop the game by police order.' 
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"Mr. Miwa returned from the police station with a ghastly expression on 
his face. ‘What are we going to do?' he asked. No one offered any 
solution. Mr. Segoe broke the silence. ‘It's up to you, Miwa, whether 
to call or not. But if you call, that will be the end of your 
professional career.' Mr. Segoe is usually a very gentle man. I never 
saw him so stern and I have not since. The first game proceeded. 


"There were many air raids throughout the game. Seventy or eighty 
planes from a nearby carrier shattered the game room with the crackling 
sound of GunBhatS. Mr. Fujii assured us, 'We have a huge shelter. 

Don't worry. But no one suggested taking refuge in it. We players 
were wearing the old-fashioned haori~hakama (traditional Japanese formal 
wear), which is not easy to move around in. Mr. Fujii stood by the 
board, practically transfixed. 'How lucky I am to host such a 
memorable, life-risking match at my home,' he said. 'I wouldn't even 
mind if I should perish from the raids.' Even the ten or more official 
observers and caretakers did not pay the raids much attention. Neither 
Mr. Iwamoto nor I shared this sentiment - I was not yet forty and he was 
45. Yet it was unthinkable for professional figures to seek shelter 
before anyone else. Thus three days passed, and I lost the first game. 


"When the game ended, the observers strongly suggested that it would be 
too unsettling for games of this magnitude to go on under such 
conditions, and that we should move to a quieter place. We agreed, but 
the problem was telling Mr. Fujii. He had retrieved many resources from 
whence they had been dispersed, decorated the game room with special 
scrolls, and laid in an abundant supply of canned goods and liquor. As 
expected, Mr. Fujii was greatly disappointed, but he soon resigned 
himself by saying, 'If the place for the second game has been arranged, 
I can understand it. But allow me to present all the goods I have 
prepared for this occasion. 


"We were all relieved, but then Chief Aoki returned from a conference he 
had attended in Tokyo and was enraged to discover that the match had 
proceeded after all. He summoned Mr. Miwa again, saying 'Go and tell 
Mr. Segoe and Mr. Hashimoto that I will have nothing further to do with 
them.' The Chief had been a longtime associate of Mr. Segoe's, and a 
great fan of mine. Perhaps hearing that I had lost the first game added 
to his irritation. Segoe and I decided to visit the Chief at his office 
the following day, feeling that if this be the end of our friendship, so 
be it, but let us face it in person. 


"But far from ending the friendship, the Chief was ecstatic to find that 
the second game had been arranged outside the city. He lavished words 


of encouragemnt on us. Thus the second game was arranged to be held at 
The observers 


the Tsuwaki residence in Itsuhishi on August 4, 5 and 6. 
On the evening of the 


commuted from the city and returned each evening. 
second day, we ended quite late, and it was suggested that they stay 


overnight, but most of them wanted to be with their families and 
returned to the city. It was our last farewell to them. 
"The time allotment was thirteen hours per player, spread out over three 
Unlike today's stringent schedule, there was no set time to start 
the game. It was the height of summer and, preferring the cool morning 
hours, we usually started about 8:00. The game was already in yose, 
with white ahead. I do not recall whether the previous day's sequence 
had been rearranged on the board or not, but I know that we were just 


about to start when that fatal moment came." 


days. 


In Igo Ichiro (Go, The Only Way), Mr. Segoe expressed his memory like 


this: 
"Suddenly in the east, from the direction of Hiroshima, 'Zzzzz...' 
Spark-like blue lights were visible for two or three seconds. We all 
wondered and stared in the direction of Hiroshima. A huge mushroom 
cloud was forming in the sky over the city. 'Maybe an ammunition dump 


got hit and exploded,' someone spoke out. 'Strange,' someone else said. 
I was watching from the East end platform and 


‘There's no sound...!' 

then, several seconds later, came the horrendous shock wave. I don't 
remember ever hearing any sounds from the blast itself. ‘It's a bomb,' 
I shouted and jumped into the room, ‘a bomb has been dropped...!' 
Window glass shattered and scattered in all directions. Luckily the 
east side curtain was drawn, so no one was hurt by flying debris. Some 


ran out into the opening toward the front. No one knew exactly what was 
happening. It was a deadly shock." 


Mr. Hashimoto continues: 
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"Broken glass pieces were everywhere. We had to clean up the entire 
room as well as the go board. At a little past noon the game resumed. 
Itsuhishi is situated to command a good view of Hiroshima. If it had 
been night we would have seen that the entire city was in flames, and 
the game surely would have been stopped. But in daylight we did not 
make so much of it, and the game went on. 


"By three o'clock in the afternoon, people who had been in the Hiroshima 
region began to return. Their clothing was all torn in rags. By five 
o'clock, when we finished, all of Itsuhishi was in chaos. High school 
students from the area were mobilized to go into Hiroshima and tear down 
fire-prone buildings after the dispersion. When they returned, their 
faces were all scorched like dark-skinned Indians. Their loving parents 
went crazy. It was Hell. To remember that day even now chills my 
spine. Mr. Segoe's third son was among those victims. When he stepped 
into his own home, no one recognized him. Mr. Segoe's nephew was 
another who returned near death, and soon died. Tens of thousands of 
voices were crying for water, and I hear them still. 


"Two or three days later Mr. Iwamoto and I got together to decide what 
to do. 'Mr. Segoe's son probably won't make it. Perhaps we should go 
before that happens. The Match cannot go on...' We both agreed and 
departed. A day or two later, the Emperor broadcast his Nationwide End 
of War Announcement on the radio. As soo as I heard His voice, I said 
to my wife, 'we lost the War!' The hellish picture of Hiroshima was so 
vivid in my mind's eye that I felt there was no chance to win. 


"Now that go has been resurrected and is booming in Japan, whenever I 
see the Honinbo Match mentioned in the papers, I think of this game. 
And whenever I visit Hiroshima, I always visit the War Memorial, and I 
think how nearly I was one of the dead. Putting my hands together to 
pray, I remember those observers. ‘See you tomorrow,' I had told them, 
not knowing that I would never see them again." 


We close with a description of how the 1945 Honinbo was finally chosen, 
as reported in Go Review in 1966: 


SOL [2ee@ 
F$sce oH Hodde- 
@O@OO@OOBWOOCOS : — : 
The diagrams in this article, and 


some others in this issue of the 
AGJournal, were produced using 
GOMAKER, a miraculous labor- 
saving computer diagram producing 
program developed by Thomas 
Goodey (White Knight Software). 
GOMAKER diagrams have previously 
appeared in Go World, and the 
AGA will certainly keep its copy 
busy. Meanwhile, Goodey has been 
enhancing GOMAKER. More details 
will appear in an article in the 
next AGJournal. 
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Diagram 3 - 201-246 
W connects ko 
W wins by 5 points 
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At the end of 1945, despite all trials, the Third Championship Match 
stood at 3 to 3. By this time, however, both the players and the Ki-in 
management were utterly exhausted. Things were desperate. They were 
seeking food day in and day out and what they could lay their hands on 
barely sustained them for the day, much less the day to come. Under 
these circumstances the match was suspended. It was resumed in July 
1946, with three new games to decide the winner. The Koyasan Temple on 
Mt. Koya in Nara was chosen as the contest hall. 


At the start of the first game, the players offered one move each to 
those of the go circle killed by the A-bomb explosion at the Renkyoji 
Temple in Hiroshima, which still reminds one of the catastrophe. To 
secure food for the players, the staff members of the local branch of 
the newspaper publishing company hunted up and down for fresh fish and 
had quite a good catch, to the great delight of all concerned, including 
the players. However, as the fish were being transported to the Temple 
dysentery came, and fish of all kinds were prohibited to be carried out 
of town, much to the disappointment of all concerned. 


The players were served only a bowlful of boiled rice and certain plain 
dishes for each meal, and as the days rolled om they gradually became 
worn out, their cheeks hollowed, it is said. But even under such 
circumstances, they were satisfied. They had been near the ruins of a 
great disaster, but now they could play go, which is their life and 
soul, under the peaceful sun. 


Winning the first and second games, Mr. Iwamoto took the title from the 
hands of Mr. Hashimoto. From the only existing picture of the players 
relaxing over sake after the match, one may see the deep satisfaction 
and peace shown in the looks only of those who have fulfilled their 
responsibility. In this way, the eventful Title Match for the Third 
Honinbo Title finally came to a close. @@ 
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The Gift of Go 


_ Easy GO-ing is a special kit 
designed to introduce beginners 
to the basic skills and enjoyment 
of Go. It includes a 9 line board, 
full size stones, a proven new 


learning strategy, and a separate 
booklet for teaching young children. 
e tm Send $9.95 to Easy GO-ing, P.O. Pox 
= 


401, Yellow Springs, Ohio 45387. 
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JAPAN-CHINA SUPER GO 


The dramatic knockout-style team tournament between Chinese and Japanese 
professionals that has been going on for several months has reached the 
final game. After Mr. Chiang 6D of China defeated 5 consecutive players 
to give China an early lead, Kobayashi Koichi came back to beat all but 
the last player, Nie Wei-ping, who reportedly reviewed over 2000 fuseki 
patterns while preparing. This month he will face Fujisawa Shuko, who 
has been in ill health but is known for his stunning recoveries. 


Guerrilla Tactics For Beginners 


Kido Interviews Cho Chi Kun 


Translated by Bob Terry 


With the wide availability of Go books these days, you don't find 
players using the kind of moves under discussion here, but that doesn't 
mean that the weaker player in a handicap game shuns the use of wild, 
unsound tactics entirely. The reinforcing presence of handicap stones 
means that you can run amok and still have a playable game. We've taken 
these factors as our theme, crystallized them into two models and called 
upon Cho Chi Kun, Meijin, renowned for his prodigious reading ability, 
for a thorough analysis. Please consider it carefully and use it for 
future reference. 

MODEL 1: What happens when B cick s ieee eee 
attaches at 1 and cuts at 3? L 

KIDO: Presupposing the framework of @ |} @ | 
a 4-stone handicap game, one way of ' t 
deviating from joseki is to attach | 98 
at Bl and cut with 3. This way of g 
playing seems a bit wild, but I 
don't think W can really punish B 
for it.... ml 

CHO: That's true since B has the i 
handicap stones to back him up. 
And as for B deviating a little 
from joseki in this area, as long + @- 
as he doesn't collapse completely iz 
in the fighting, he won't incur that im [ 
much of a loss here. 

For instance, if we take Model 1 
Diagram 1 as Key Variation 1, 
when W ataris at 1 and con- 
nects at 3, the commonsense 
moves proceding to B14 may be 
considered one of the main 
lines in this shape. If I was 
playing someone for the first 
time and he attached and cut 
like this, that is how I would 
probably answer. 

KIDO: How should we evaluate W3 elsewhere 
this result? Diagram 2 

CHO: We can analyze the move 
order (tewari) by assuming that the position in Diagram 2, where B has 
5 stones to W's 4, is followed by the hypothetical sequence from W1 to 
W1l. Pushing out with Wl is bad and B8 and 10 are terrible moves; on 
the plus side, B can count the exchange of Wl for B2 and secondly, B4 is 
answered by W's submissive 5. The hane of B6 is a boon to W and, added 
to the successive bad moves of B8&10, give W two pluses. The bad moves 
of Wl and B6 cancel out, so by a score of 2 pluses to 1, B is outscored 
by 1. This result is slightly worse for B, but another plus must be 
added to his side when a longish sequence of moves settles the position 
like this. 


1 
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KIDO; Hasn't W built up some thickness? 

CHO: That thickness is ineffective if W has exchanged WA for BA as in 
Diagram 3. If this is the position, B can consider his 
maneuver a small success, although not an overwhelming one, In Go the 
accumulation of small advantages is important. 

KIDO: Instead of protecting with the knight's move, 
can't B extend as far as 1 in Diagram 4? 

CHO: I would think that B would worry about W cut- 
ting at 1 in Diagram 5. B2-22 leads to seki. 


Diagram 4 


Since this kind of thing is left behind, Bl in Diagram 4 is bad; the 
knight's move is the proper play (honte). 

When evaluating the variation in Diagram 1 you must realize the im- 
portance of the factors in Diagram 3. According to circumstances, moves 
like these, which in a local context entail a loss, may be perfectly 
playable in a real game situation. 

KIDO: What if W ataris at l 


and then works his way into | 
the corner at 3 in Diagram 6? eo 
CHO: Then the 2 step hane of t [Te | 
B4 is good; in fact, essen- oe 
tial. Next, if W cuts at 1 (ee- 
and continues through to 5 in a is 
Diagram 7, capturing with B6é ~ a 
is good and with W7 and B's i a a a a 
extension to 8 we have one 

variation. In this case B Diagram 6 


artfully refrains from ex- 

changing the atari of a for the W connection of b 
with an eye to the options he has later with a 
cut at b. 

KIDO: How about answering Wl in Diagram 8 by 
turning at B2? 

CHO: B lets W take 2 stones with 3 so that he can 
rope him in with the key play (tesuji) at 4. If 
W connects at a, B captures the 3 stones in a nét 
(kake) with b, or B may also encourage W to move 
out by playing a hane at e@ instead of b and wrap 
him up from the outside. B 
really has a splendid position. 


GO PROVERBS DEVASTED from the First U.S. Go Congress 
Beware of the loud atari. 
There is "mishagass"* in the triple hane. (*yiddish for craziness) 


Watch out for the eye-stealing tenuki 


® 


KIDO: Perhaps W should answer 
B's 2-step hane by setting up 
his position with the hane of 
1 in Diagram 9. 

CHO: That seems reasonable. 

B connects at 2 leading to 6. 

Next we can hypothesize the 

connection of Wa and B's re- 

inforcement at b as par for 

this situation, and again a 

splendid trade-off is the result. 

a 4-stone game. 

KIDO: If W simply pushes into the corner with 1 in Diagram 10 and neglects 
to atari, B captures at 2. I suppose this is good for B. 

CHO: It's not that simple. After the 
moves in Diagram 10, W has an effective 
ladder-breaker at 1 in Diagram 11, and 
after B captures at 2, W can attack the 
corner from the other side at 3. This 
is playable for W. 

KIDO: What happens if W cuts at 1 in 
Diagram 12 and B descends to 2? 

CHO: After W3, the kosumi of B4 makes 
shape. Then, if W nobis out at a, B 
plays b, We, Bd, We and the knight's 
move at Bf. Answering B's kosumi with 


This formation is playable for B in 


the atari at Wl in Diagram 13 
and jumping out to 3 isa 
stong way of playing, but B 
can fight back by inching his 
way along with 4 and then 
making the nobi at 8. If W 
ataris at 9 and makes a ko- 
sumi at 11, Bl2 is the key 
KIDO: B12 is a nice play, isn't it? point (tesuji). 

CHO: Next, if W ataris at 1 and connects at 3 in 
Diagram 14, after B4 and W5, B will block at 6. 

The sequence from W7 to Bl4 turns the corner into 
seki, but comparing the formations on the upper 
and left sides, B's thick, 1-stone capture gives 
him the edge. 

KIDO: Can't W answer B's attachment by pushing 
through with 1 in Diagram 15? 

CHO: Then B cuts at 2 and if W3, B fills a liberty 
with 4. Up to B16 and W17, W has cap- 
tured B, but he's had to crawl a lot 
to do it, and B is quite tHick, isn't 
he? When B develops with the middle 
star point (san ren sei) on the left 
side at a, he has the advantage. 

KIDO: Returning to Diagram 13, if W 
tries to omit the atari of 9 and play 
the kosumi of 11, descending to B9 puts 
him on the spot, no? 

CHO: He's at a disadvantage in the race 
to capture (semeai). 


Diagram 12 


Diagram 13 


HH 
cre L@ 


Next we'll look at Key Variation 2 in Diagram 


16 when, in response to B's attachment and cut, ba 

W simply descends to 1. Now the nobi of B2 isa o--- c+ 
commonsense move, shunning unreasonable tactics. a f 
He lets W capture at 3 and ataris at B4 and ex- Oo} 
tends to 6. = 
KIDO: The corner is riddled with holes, though. ian ct 
CHO: You're right. This sequence doesn't settle ze im | [ol 


the shape completely. 
can expect here. 


corner at a. 


result. 


Answering the nobi of Wl with the jump to B2 
in Diagram 18 has its dangers. W presses at 3 
and, if B4, W puts him on the spot by pushing 
through with 5 and 7. 


If W invades at the 3-3 point 
at a, Bb and We are played and B isn't badly off. 
But then, nothing says W has to jump in at a 
immediately; he has other moves he can try. 

If B responds to Wl by blocking at 2 in 
Diagram 17, drawing back to W3 makes shape. 
Should B capture 2 stones with 4, W wraps him up 
with the moves following 5 and then attacks the 
This is an exchange of profit for 
influence; for all intents and purposes a 50-50 


But this is about what you 


Next B's nobi of a is fol- 


lowed by W's hane at b; if instead of a B cuts at 
e, W traps him with d, Bb, Wa, Be, Wf, Bg, Wh. Diagram 17 


to W's kosumi? 
CHO: 


KIDO: If B varies by answering 
W2 with B3 in Diagram 19, W makes 
a ponnuki on the outside through 
10. 

CHO: B can hold his own in the 
fight which develops from Wl to 
B22 in Diagram 20. Now B has a 
choice of squeezing W on the 
upper side or, failing that, 
occupying the great point at a. 

Next let's see what happens 
when W plays the kosumi of 1 in 
Diagram 21 in response to B's 
attachment and cut. This isa 
refined, stylish way of playing. 

The nobi of Bl in Diagram 22 
is fine as far as it goes, but 
when W captures at 2 and B plays 
3 and 5, his shape leaves some- 
thing to be desired after W6. 
The attachment in the corner at 
a doesn't quite hit the mark 
either. For B3, the simple atari of 5 would 

naturally be followed by W making a ponnuki at 3 

and this, too, seems insufficient. 


KIDO: What about the atari of BI and then the con- 


nection at 3 in Diagram 23 (next page) in response 


Those moves seem to be correct. It's probably also possible for B 


to connect at 3 with 1, but leaving that aside, if W captures with 4 and 
6, B wraps him up with the moves following 7 and then extends to 13. If 
we take the Key Variation of Diagram 1 as standard, B is better here 
insofar as his shape is strong and free of cutting points. 


tH 


Diagram 22 Diagram 23 Diagram 24 Diagram 25 


If W ataris at 1 and jumps into the corner at 3 in Diagram 24, after 
B4 the skillful pincer-attachment of 6 (tesuji) is followed by B8. Now 
B answers Wa with b, forcing W to connect at ¢ and he should be able to 
handle the situation by then jumping to d. 

In the event that W cuts from below at 1 in Diagram 25 and presses at 
3, B plays 4 and 6 and then can compel a W response with the knight's 
move of Ba in the corner, and since swelling outward with b is also 
splendid for him, B isn't bad off. 

KIDO: I imagine that if W made 
the kosumi, B would want to 
fight it out with 2 and 4 in 
Diagram 26. 

CHO: That's true. For the 
person who has the confidence 
in his fighting ability to 
make the attachment and cut 
in the first place, this would 
probably be the main line. 

Next W enters the corner at 
1 in Diagram 27 and the fight 
which develops with B2-10 
holds prospects for B. 

After Wl and B2 in Diagram 
28, W would be reluctant to 
atari at 3 in this shape. 
Following 6, B can oblige W 
to answer his hane and connec- 
tion of a, Wb, Be which re- 
inforces B's shape. It gives Diagram 28 
him a big boost. 

The last Diagram resembles the situation that results when W makes a 
knight's move attack against B's star-point stone and B answers with a 
one-space pincer. Instead of making the normal knight's move of 1 in 
Diagram 29, B pushes at a and the hypothetical move order of Wb, Be, Wl, 
Bd (pushing through like this is bad), We, Bf gives us the same result. 

KIDO: How would you sum up the whole variation for B? 

CHO: I can't really recommend it, but B can probably make a go of it in 
a handicap game. You must use it properly in accordance with the 
overall situation. 4 
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The new AGA Club and Contact List was part of the the last AGNewsletter. 
Additions, deletions, corrections: contact Roger White, AGA Club 
Coordinator, 5840 Briarwood Lane, Solon, OH 44139.(216) 248-8433. 


An AGA Rating Readout was also in the AGN. Corrections, questions: 
contact Dave Relson, 514 Keech, Ann Arbor, MI 48103. 


MODEL 2: What about the imme- 
diate shoulder-hit of Bl? 

KIDO: Again we'll presuppose the 
setting of a 4-stone or greater 
handicap game; what happens when B 
makes the shoulder-hit of 1 right 
away? 

CHO: W would certainly be surprised 
to have this kind of thing played 
on him right off the bat. It may 
also be effective in intimidating 
your opponent! 

Let's first examine Key Variation 
1, where W pushes out at 1 in 
Diagram 1 and then hanes at 3. It's 
natural for B to cut at 4 and events 
come to a pause with 10. This can 
be considered one of the principal 
variations in this shape. 

We can perform an analysis 
of the move order in the last 
Diagram by imagining that W 
has attacked B's star-point 
stone with a knight's move and 
B has answered with a one- 
point jump as in Diagram 2. B 
answers W's peep at 1 by cut- 
ting through: with 2 and 4, Diagram 1 
and after W5, 6 leaves B with 
by far the superior position (W plays elsewhere 
with 7). The exchange of B8 for W9 can be re- 
garded as equal, but then cutting at Bl0 isa 
terrible move when W captures at 11. However, 
since B secured a clear-cut advantage in the first 
half, on balance this is probably a success for him. 

KIDO: B can utilize his captured stone to attach 
underneath at 1 in Diagram 3 can't he? 

CHO: Yes, yes. That’s quite an effective move 
there. If W captures at 2, B draws back with 3. 

B is better here since his stones are working more 
efficiently than in the Key 
Variation. If W uses 2 to 
block at a, Bb, W2, Be isa 
great success for B. Resist- 
ing the attachment underneath 
of Bl in Diagram 4 with W2 
leads to B3. After W4 and B5, 
B jumps to 9 in response to 
W's invasion of the corner 
with 6 and 8. 

Next, when W moves out with Diagram 4 
1 and 3 in Diagram 5, blocking 

at B4 forces W5, and then through W1l, B sacrifices his 4 stones. With 
12 B limits W's prospects for these 3 stones and B can be more than satis- 
fied with his position. The hanging connection of Ba must be answered by 
Wb, and then Be and a connection one point below forces W to take all the 
B stones off the board. If W plays elsewhere when B plays a, B kosumis 
at e to make a seki. 
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KIDO: What if W captures one TITTIL ane T 
stone with 1 and 3 in Diagram = if aa 
6 instead? +t CT bec = 

CHO: Then, after B4 jumping Tee o6 5) 
to 6 is correct. If W plays i 00661) 
7 and 9, pushing at B10 again phe ) 
makes thickness and B is not [ase ot 
bad. ob 

For W to try to capture the 
corner with 1 and 3 in Diagram Diagram 6 
7 is unreasonable. B hanes and 
connects at 4 and 6 and, con- THI He! 
trary to his expectations, W ae Fe Cae Lie. 
finds his own group dead after ee 
B10. TEC Boe! 

KIDO: How should B play if W TTT esegs' 
pushes into the corner with 44 t+} OOO- 
1 in Diagram 8? Tee es 

CHO: Blocking at B2 is power- +444 an dl ’ 
ful, without fearing the cut. 

W lives from 3 to 11 and if he Diagram 8 


then tries to move out with 13, 

B responds as in the next Diagram. 
Diagram 9 shows a somewhat long sequence, but 

turning at 27 is a great move for B. With this 

the situation is favorable for B. B has not made 

any unreasonable moves. 

KIDO: And if W captures at 2 in Diagram 10 when B 
ataris at 1? 

CHO: Then B doesn't have the underneath attachment 
of Diagram 3. From B3 to 7 both sides build up 
fine positions. A vigorous fighter might contem- 
plate encircling W with a instead of playing B3. 

Let's move on to Key Variation 2 where W cuts 
as in Diagram 11. Then drawing back to B2 is 
proper (honte) and pressing at 4 and 6 is essential 
to keep up the pressure. Since the corner is still 
unsettled, one might be inclined to evaluate this 
result as a little unfavorable for B, but still 
he's built up some influence, so this may also be 
regarded as a standard variation. 
. We can analyze the move order by imagining that 
B's 3 knight's moves oppose 2 
of W's as in Diagram 12 and 
postulate the sequence from W1 
to 7 (W plays elsewhere with 
5). W3 and B6é are terrible 
moves, but they cancel each 
other out so this may be con- 
sidered an equal result. - 


a ee ee | 


OVERHEARD AT THE GO CONGRESS 


W5 elsewhere 
Diagram 12 


The General Mills Co's lunchtime go group recently had to find a new site. 
They had been playing in the grain processing plant, but found that their 


games contained too many flour-viewing kos. 


- Harry Gonshor (5D) 


If B draws back at 1 in 
Diagram 13 and then plays 5, 
W hanes at 6. There are 
questions of taste involved 


here, but generally this shape 


is looked upon as unfavorable 
for B. 

KIDO: Suppose the ladder is 
favorable for B; then can he 
play 1 and 3 in Diagram 14? 
That is, if Wa, Bb, We, Bd, 
We, Bf, Wg, Bh, Wi, Bj, Wk 
and B gets a ladder with 2. 

CHO: Let's see what happens 
if W makes the nobi at 1 in 
Diagram 15. B connects at 2 
and it's reasonable to assume 
the sequence from W3 and 5 
through B16 and this is an 
acceptable result for B. But 
I wonder if he hasn't strug- 


gled through this to prove the 


merit of his position. 

If W plays 2 in Diagram 16 
when B presses at 1, the nobi 
of B3 forces W4. Now cutting 
at 5 is strong and although W 
resists with 6 through 12, 
he's destroyed by B's attach- 
ment at 17: Wa, Bb, We, Bd, 
We, Bf, Wg, Bh. 

KIDO: That means that if W 
turns at 1 in Diagram 17 and 
hanes out at 5, B can cut at 
6, no? Next Wa, Bb, We 
reverts to the last Daigram 
when B answers at d and W is 
no good. 

CHO: When B presses at 1 in 
Diagram 18, the hane of W2 
frustrates B's attempt at a 
ladder, and to come right 
tothe point, W is good. 

If B answers this with 1 


is iu ege 


eet 


ee -| 
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Diagram 16 


Lt evento} 
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SakL.ee 
+ a 4 a 


Diagram 19 


Diagram 20 


and 3 in Diagram 19, attaching at 4 is a snappy move, and B has to play 
5 (if he plays 5 at 12, W puts him on the spot by attaching at 11). B 


really has his hands full in the fight through W16. 


When W plays 1 in Diagram 29, B may try to keep him under wraps with 
2 through 6, but the hane of W7 paralyzes B. 
KIDO: The hane of Wl in Diagram 21 threatens to 
capture B in a ladder, B can defend himself at 2, 
but he's annihilated anyway when W plays 3-9. The 
ladder with Ba, Wb, Be, Wd, Be doesn't work. 
Overall, how would you evaluate the shoulder- 


hit? 


CHO: Generally speaking, the standard variation of 
Diagram 10 is par for the course and B shouldn't 
expect any miraculous results from the shoulder- 
hit. Obviously, you have to know when to use it 


and pay careful attention to the overall situation. 
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White cont'd from p. 6 


45 minutes. Most games finish within this time but if not, the player 
is given successive five-minute periods in which to play 20 stones 
(counted out at the beginning of each five-minute period). A player who 
runs out of time before playing the twentieth stone would forfeit, but I 
have never seen this occur. 


We usually start play at 10 AM and make pairings until a 5 PM deadline. 
Players can elect to play as few as four or as many as six games. Most 
play six. The winner is the player with: the most victories. Losses 
don't count against you, in part because it would discourage 4-0 and 5-0 
players from continuing to play. Often we do not break ties, although 
in some cases one could use the results of head-to-head play. 


This tournament system offers the player increased flexibility in 
planning tournament strategy. A player can decide which games to invest 
greater time in playing, and which to abandon so that there is more time 
for the next game. 


Probably the major limitation of immediate pairing is that the 
tournament director does not have the full range of players available to 
make pairings as equitable as possible. In practice, this drawback is 
compensated by the increased number of games everyone plays. This all 
but assures that no one player moves through with "easy" pairings. In 
small tournaments, or ones which can be divided up into sections of 8 or 
10 players, pairing begins to approximate a round-robin system in which 
everyone plays everyone else. (For a more literal round-robin system, 
see the description of the lightning tournament at the US Go Congress on 
p. 10. - Ed.) 


Combinations of immediate and fixed pairing systems might be 
advantageous in some situations. For example, A large number of early 
rounds could be played on an immediate pairing system (e.g., the first 
day of a two-day event), and then the last round or two could be played 
on a fixed schedule. One virtue of this approach would be the 
opportunity to rectify any inadvertent inequities in pairings during the 
early rounds. it would also assure that the tournament director could 
match the tournament leaders and reduce the possibility of ties in the 
overall tournament outcome. 


While the immediate pairing system may not be suitable for all club 
events - especially championship tournaments - it offers a great deal of 
efficiency and flexibility for a one-day event. One important factor in 
our successful experience with it is the informal, friendly atmosphere 
we encourage in our tournaments. For the system to run smoothly, all 
participants need to cooperate reasonably with the tournament director. 
The emphasis must be on enjoying the games and meeting a variety of 
opponents rather than the simple intense competitiveness often found, 
for example, in chess tournaments. 


The Ann Arbor Go Club meets Saturdays at 2 PM and Tuesdays at 7 PM in 
room 1433 (2nd floor) of Angell-Mason Hall on the University of Michigan 
campus. All are welcome. 


FOR SALE: Out-of-print go books and complete & partial sets of Go Review. 
Write: C.R. Hutchinson, 1520 Anderson Ct., Alexandria, VA 22312. 


Solution to 


The Swan and the 1000 Miles 


Only one reader sent in 
an attempted solution to 
the Emperor's problems 
from the last AGJ issue 
("The Swan'-diag. A and 
"The 1000 Miles" - diag. 
B); and it was not cor- 
rect. Briefly: the swan 
is not a crane. The 

key to survival in both 
cases is to create a 
shortage of liberties on 
one side, preventing th 
opponent from attacking I 
the most vulnerable 
group, then pressing the 
attack on the opposite 
side. Squirm as he may, 
the opponent cannot then 
avoid the inevitable. 


Po en ee 
Answer to Answer to 
Problem B Problem A 


Shotwell cont'd from p. 7 


QUESTION: Is it possible for W to live on a 3x7 board? On a 3x8 board? 
The first scientifically correct answer from an individual, club or 
machine who has not taken the course or seen Dr. Drange's papers will 
receive a l-year free AGJ subscription. Remember, Dr. Drange uses 
Chinese rules. Send your answer to The American Go Journal, PO Box 397 
Old Chelsea Station, NY NY 10113. A sample proof is: 


THEOREM 


In 3x3 go B opens by playing 2-2, obviously his best move. W plays on 
the sides, since corner stones could be put in immediate atari. B plays 
opposite W each time. Result: all the W stones eventually get captured. 
For example, 1-B2, 2-C2, 3-A2, 4-Bl. Since W cannot prevent his stones 
from being captured, it follows'that in 3x3 go B wins by nine points. 


Good luck! 
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BOOK REVIEW 


by Marvin Wolfthal 


Graded Go Problems for Beginners, Vol. 1: Introductory Problems 30-kyu 


to 25-kyu by Kano Yoshinori 9-dan begins a projected series of four 
volumes to be published by the Nihon Ki-in. This first book consists of 
three major parts, the first of which is given over to 239 problems 
divided into four levels. The following basic topics are introduced: 


How to capture stones Ko 

How to save endangered stones Snapback 

Recognizing atari Endgame 
Connecting/separating stones Capturing races 

Living groups and dead groups Seki 

How to play in the opening Brilliant moves and bad moves 
Ladders etc. 


The four levels present successively more complex examples of ideas 
already encountered along with new concepts. 


The second part of the book presents the answers to all the problems 
with brief explanatory comments, while the third and final part 
summarizes the rules of the game along with some basic notions of life 
and death and other important information (handicaps, komi, etc.) 


The problems illustrate the basic mechanics of the game in an effective 
way, although they are not always as self-explanatory as their creator 
may have believed; written explanations are sometimes on the concise 
side. Perhaps it is assumed that the "beginner" is already in command 
of certain basic notions, thus exonerating the author from further 
explanation of why, say, "B is at a disadvantage". This may create 
difficulties on occasion. I would have liked to see more discussion of 
such fundamental notions as thickness, third line vs. fourth line and so 
forth. 


But this criticism should not be taken too seriously. This is a fine, 
well-conceived book, useful to beginners without a doubt, though the 
presence of a stronger player to answer questions might be desirable on 
occasion. In fact, the book's greatest potential might be as a 
sourcebook for classroom or other formalized instruction. 


PROBLEM 228. White to play. PROBLEM 238. Which is bigger? 
How does White secure life for Which is the bigger point, A 
his stones? or B? 


Go. 


Quality sets Also available: 


imported Folding, felt-backed table board, 
from Japan. 1.85 cms thick 


Two chestnut go ki 
Glass stones, 8.5 mms thick 


Recently imported from Japan: ite beac nt eee $79 


High-quality Go sets. 


Both sets ready for Christmas. 
Satisfaction guaranteed. Master- 
card and’ Visa welcome. 


Katsura wood Go table, 
14 cms thick 

Two chesnut go ki 

Slate & jitsuyo shell stones, 
8 mms thick Re Please call or write: 

Two books: Go for Beginners Shibumi Trading 
by K. Iwamoto, 9-dan; and # PO. Box 1-E, Dept. G 
An Introduction to Go by Eugene, Oregon 97440 
James Davies. $399 (503) 683-1331 


Serving you is our way. 


The pouring of a simple cup of tea. 
It captures part of our very essence— 


graciousness. 


Graciousness could also be a smile. A bow. 
You'll see them on your Japan Air Lines 
flight. And when your tea is poured, 
take particular notice. It is far more than the 
mere filling of a cup. It is a subtle ceremony, 
as delicate as a butterfly’s wing and 
performed just for you. The beauty of the 
moment is shared by the served and 
the server. At Japan Air Lines serving you is 
more than a job. Serving you is our way. 

\ 
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JAPAN AIR LINES 


